We are Helighted-that you. have chosen LUNAR®2; ET! L BLUE 
COMPLE tor play on your PlaySt: @ 
tin¥e}to enjgy this and all of our-games for the Pla 

Que ip-Part to the numerous requests we've had-t 


le hope thatyou 
station gamné cor 
NPG game 
Sirf your hands. Please continue: tellus. what YOU 

always interested in what: ¥OU think’Of o anid what games YOU 
feleaged inl}his count 


1G: READ BEFOREUSING YOUR PLAYSTATION® GAME RONSOLE, 

y $malh percentage of indivia rience epilehiie's 
hing lipttts: Exposure to.certaih pate iN’ ® telovision screen or while p) a0 game: 
ding. gafnes played: of Th st console, ANay indyeg an epileptic seizu hese ind 
fain Conditions may indueepreviously undetected epileptic 
 Ariopseizures,ot epilepsy. ify 


zures when exposed to|cetain light patterns or 


ividtats. 
‘Symptom: n iN persons VE TIO “history 
nyone in your fathityt ebileptic condition, consult your physician’ 

Mptoms whilegn video game — dizziness, altered 
ey twitch f awareness, .disomamation, any/invalunigry movement, or.convulsions — 

DIATERY distonti physician be tore resuming play. 
GMO OWNERS TION TELEVISIONS: 
| ame console tO@ projection TV withoutdifsbeonspltiig the user manual for your 
fojection ¢ LOD typ@f Offer wise aiimay permanentlydamage Your 


i to playing  €xperience aay of the follo 


SE ‘OF WNOPRICJAL,PRC 
AUSE Of Uofficiah product riphefals*may damag ayStation-game-eongole and invalidate 
a Warfe 


nsol 
gh Por sub 


itin.ditett-sunlight 
abt 

Keep t! Mpachdist S And Keep it in it 

Use. Gleao the t ft i aight Tin 

solvents or al 


urcé okfieat. 


—— TABLE OF CONTENTS: 


Instruction Manual 


TABLE OF CONTENTS—— 
Strategy Guide 


PlayStation® Game Console 4 Cie ite 1) rem (05) 

PlayStation® Controller: 5 Weapons 89 

Youichi Miyaji, Executive Producer 7 Protective Gear and Items 90 

Story 8 Monster Data —————. 91 

Cast of Characters 10 Salyan Desert $95 

Keisuke Shigematsu, Scenario Writer ——— 25 Dragon Ruins 96 

Starting the Game East Desert $5 << 97 

Normal Menu: Gwyn's Place 100 

Isao Mizoguchi, Music Blue Spire ———————_——— 104 My 
Combat Meu —$—$—$—$——$————<—— The Adventure Continues... — 119 it 
Toshiyuki Kubooka, Art Director ———— J 
Shops 


> Magic 

Shoji Murahama, Animation: 
' Eternal Blue Theme 
Lucia’s Theme 
5. Sata, Map Design Editor: 


26 

27 

43 

44 

53 
———————— 
Weapons, Armor, and Items 58 
¢—$<——<——_ ns 
79 

80 

82 

85 

86 


-PLAYSTATION’ GAME CONSOLE z PLAYSTATION CONTROLLER 


Set up your PlayStation® game console according to the instructions in its Instruction Man 
HOCK™ ge CONTEAES, 


Make sure the power is off before inserting or removing a compact disc. Insert the LUNAR® 
ETERNAL BLUE COMPLETE disc and close the Disc Cover. Insert game controllers and tu R2 BUTTON 


‘on the PlayStation game console. Follow on-screen instructions to start a game. Ri BUTTON 
@ BUTTON 


© BUTTON 
© BUTTON 
DISC COVER : a\ oe € BUTTON 


RESET BUTTON r / R 
POWER BUTTON | PEN BUTTON STC @ RIGHT STICK / R3 BUTTO! 
POWER INDICATOR “a MODE SWITC! “LAA a 

ce 5 © BUTTON 

15 STICK 
boxes that require a response 
| ‘% Enables the use of the Left and Right Destiny o¢ Guy's bo 

MEMORY CARD StOT| Eee + Sect 


CONTROLLER PORT 1 A NN ere bout and uns Hot the map 


CONSOLE 


$= NOTE: You may have controller that /&-[-.4% 
. Jooks like this, ifs c follow the fall 
MEHORY PoARD stot 2 digital instructions outlined above. (* wah | 


‘To exit a game, pres and hold the Select and Start buttons 
‘while pressing and hokding down the L112, Rl, and R2 but 
tons. The Title screen will then be displayed, 


® Opens the Normal menu, 
a eo 
ase 
: Sa 
ee 


— YOUICHI MIYAJL, EXECUTIVE PRODUCER — 


“a 


0. What were some of the chal- 
lenges in creating LUNAR 2? 


‘A. LUNAR2 had a very difficult 

theme to be able to express in 

El] the game setting. It was more 

like a love story theme. Hiro 

and Lucia are the main char- 

acters. And the story we made 

was aimed at a little higher age group. This was, also 

due to the fact, because the player who started out with 

LUNAR 1 had grown a little older. We wanted to doa 

deeper human drama type of story. In that sense, this 

game was a little different from the type of RPG giving 

the player a lot of freedom. We say this is an RPG game, 

but in America, this might fall into the category of an 

adventure game. Within that restriction, | believe we 

were able to express the theme we had in mind. That was 

the point that we labored on hardest. But we challenged 
that and we feel like we succeeded. 


Q. What are some of the differences between the story for 
LUNAR 1 and LUNAR 2? 


‘A. LUNAR 1 deals more with the innocent type of love 
between a young girl and a young boy. We don’t believe 
that the love story was set forth that strongly. It was 
more like there was a girl who the boy set out to rescue 
after she was kidnapped, and while he is trying to rescue 
her, he grows up. It was a rather simple story. | feel this 


INTERVIEW 


scenario was more suitable for the teenage audience. 
LUNAR 2, however, deals with a little older age group 
and the love that develops between them is more mature. 
We aimed at a little more of an adult audience and tried 
to express a little more serious love story. The flow of 
the story is one where the heroine, Lucia, never associ- 
ated with humans before. But by encountering Hiro, she 
experiences human emotions, one by one. So we deal 
with this rather difficult theme. This is different from 
the previous story of boy rescuing girl simply because he 
likes her. In LUNAR 2, we had to describe and express the 
development of the human mind within each event, one 
by one. Therefore, as to the story, even though younger 
children may not understand all the nuances, the adult 
audience might be moved by the story. | believe we were 
able to achieve that. 


Q. Is there any work being done on LUNAR 3? 


A. Right now, including the planning of this project, we 
are working on it in many different ways. We are in 
the middle of discussions with a core group of people 
involved in the early planning stages of the project. We 
each express our opinions about what we each want to 
accomplish. 1 guess by the end of this year, we will 
probably have a better idea as to the specifics of the proj- 
ect and perhaps we will be able to see some of 

the animation images; however, | am not exactly 

‘sure at this point. 


———-STORY—— 5 


Welcome back to the magical world of LUNAR! Over a thousand 
years have passed since Dragonmaster Alex and his companions 
crushed the evil ambitions of Ghaleon and rescued Luna. From 
that time forward, LUNAR wasat p 


thatepicconflict 


withthe time, however, the detail 
were lost. But, ancient writings scattered 
LUNAR bear silent witness to LUNAR’s mysterious past. A 
boy named, oddly enough, Hiro, is fascinated by these stories. 
He lives with his grandfather an archaeologist who has 
shown him the wonder of ow, Hiro and his longtime 


friend Ruby often steal away to explore the ruins nearby—even 


the ruins around 


wyn, 


ny 


though Gwyn has told them not to go without him. 


OER 
1 RANA oS 
x > ene 


a 


Ss eee | 


The story that fascinates Hiro most is the one that tells of the 


time when Althena lived in human form, a dragonmaster 


named Alex controlled the Four Dragons, and a magic city 
flew in the sky. To most, these stories seem like fairy tales, 
but to Hiro they seem just as real as the smell of Grandpa 


Guwyn’s liniment in the morning. 


e that the inhabitants of LUNAR lived on the 
efore the Goddess brought them to this world. 


Many beli 
Blue Star 


to find a link between his world and the Blue 
star by explo 


Hiro hop 


the ancient ruins near his G 


ddpa's 


il 


home. There a 


re so many questions to be answ 


unfortunately for all, the answers are coming. 


—— CAST OF CHARACTERS—— 


Hiro is an adventurous youth who is greatly influenced by his grandfather's love 
of archaeology. Legends of the Four Dragons, Dragonmasters, ancient battles, 
and the Goddess Althena fascinate him. He hopes that by unlocking the 
secrets of the past, he will be able to understand the future. Although 
he's not supposed to explore the ancient ruins near his home without 
his grandfather Gwyn, Hiro and Ruby frequently break this rule. 


Fortunately, he’ pretty handy with a boomerang. 


—— CAST OF CHARACTHARS—— 
pet 


tmares about the 


Lucia is quite a mysterious young la 
future of LUNAR. Sh 
Despite her strong magic skills, she s 


She is haunted by ni 
-annot share, 


it 


iso seems troubled by a terrible secret she 


ms to be a little naive wh 


comes to dealing with other people. she has trouble containing her emo- 


tions and looks to Hire for guidanc 


d protection. shets only concerned 
with Althena, and begs Hiro to help her find the 


oddess. Will her mission 


cause the ruination of this world? 


Ruby has been Hiro’s constant 


companion fe 


as long as anyone 


can remember, She claims to be 


the offspring 
Hiro doesn't quite believe 


ther little dragon, she has 


—— CAST OF CHARACTERS ——| ——CAST OF CHARACTERS — 


arr 


Ronfar is rumored to have been a priest for the Goddess althena. He pos 
sesses impressive healing powers: When he was unable to save his true 
love from an evil spell, he swore he would never use magic again. He now 
spends most of his time in bars winning people's money. He also tends to 


Gwyn i cholar who dreams about making 
his mark in the world of archaeology before he 
dies. Hi 
of the Blue Tower and similar ruins, and has 


devoted his entire life to the study 


er who’ always concerned about 
irer sex, and theyre usually all tov happy to return his affections! 


become a notable-expert. He's taught Hiro and 


Ruby how to explore the ancient ruins near his 


home, though he’s warned them never to go 


there without him, But, will Gwyn’s quest for 


fun and.adventure turn out to be his last? 


—— CAST OF CHARACTERS—— 


\ Jean is a fan dancer in the Carnival and is highly valued 
for her talents. She is a tomboy with a big-sister complex, 
who can be a bit overbeari it times. She tends not to 
deyelop strong relationships with people. However, Jean is an 
nome talented fighter. Those in the Carnival 
dto fight as a child. Unfor- 
tovcatch up with 
ght! 


say she was trai 
tunately, her past is goi 
her, and it may not be a pretty 


—— CAST OF CHARACTERS — 


Lemina is the Junior Premier of the Magic Guild of Vane. Unlike 
her mother, Miria, she doesn’t seem to understand the legacy of the 
great magicians that inhabited this ancient city, and doesn't seem 
to possess any of their noble qualities. Instead, she seems to be a 
very selfish and arrogant girl who's only concerned with money. Yet, 


at times,’she does let people see a softer side. Despite hér greedy a 
demeanor, her magic.Skills are extremely powerful. Can Hiro afford to 
have her in 


This part-human, part-beast is a staunch supporter of the Goddess 
Althena. In fact, White Knight Leo is the leader of Althena’s Guard, a 
group of elite soldiers sworn to protect and uphold the orders of the 
Goddess. Althena has granted Lord Leo the use of the Dragonship 
lows him to roam freely around the world 


inhabitants safe. His skill as a swordsman 


Destiny. The Destin 
of LUNAR to keep it: 
is unmatched by any human. He is searching for a Destroyer 
that has come to LUNAR. Can Hiro help him find it? 


—— CAST OF CHARACTERS —— 


Blue Master Lunn is the current governor of Mei 
y of the towns in the area, ke 


a. He looks after 
them out of harm's way. He 


has also established the town of Horam to further instruct people in 
the martial arts. The people that know Lunn think he is the greatest of 
the Four Heroes, but he views himself as a humble servant to the Goddess, 

at least in public. Some have come to question Lunn’s true motives. If only 
| they knew his secr 


——CAST OF CHARACTERS——-] ——CAST OF CHARACTERS ——_ 


- 


I 


Despite his rather ghastly appearance, Black Wizard Borgan a 


claims to have a heart of gold. His magic is without equal 
among any person in the known world. since he draws upon. Red Priestess Mauri, like her brother Leo, is whole-souled in her devotion to the 
the power of the Black Dragon for his strength and magical Goddess Althena. By drawing upon the power of the Red Dragon, Mauri is able 
TEAMEEL Ra fadeat les wupphy of power 1s prleary tw carry out her priestly duties for the Goddess. The people find Mauri to be 
,_gvalisto bring the Magical Guild of Vane back to its very quiet, yet friendly to be around. Before becoming one of the Four Heroes, 
nal glory, but in a glorious all-new city he has designed. He Mauri was in love with Ronfar. They were to be married, until fate stepped in 
SpeidA MEOEs tije scree to the Goddess Althea and decided otherwise. Mauri chose to give up her former way of life in order 

bac Hesetl ts Falta help people Uevelop thetr magic salle to serve the Goddess. Will fate step in again and decide a new future for her? 
Will Borgan have a task for Hiro at the Guild? 


—— CAST OF CHARACTERS — 


Ever since the death of the last dragonmaster, Alex, 

the Goddess Althena has not been seen in the land. 
She is rumored to have locked herself in 
of the holy city of Pentagulia. Despite the v 
at peace, Althena i 
come to love and respect. 


e the walls 
{ being 


jot the same person that many have 


In fact, the people are in a 
state of unrest, and the winds of change are blowing. 
hat the bonds of Althena are too oppres- 


are wondering how Althena became an 


Manyare sayi 
sive, while othe 


oppressor in the first place. What's happened to her? 


——CAST OF CHARACTERS — 


r er of the Dragon Kids (also known 
4s the Lostest Boys) of Taben’s Peak, Because of his impressive fighting 
skill and strong leadership, he’ earned the respect of his loyal fol 

Granted, they're just orphaned children who don't know any 


ne to look up to; even iF it is this g 


» he’s become a wan 


his recent raids an trav 


ed outlaw. Fortunately, he's 


got a master plan. Seek him out; he has many secrets that will no doubt aid 


“KEISUKE SHIGRMATSU, SCENARIO WRITER- 


Q. Who are your favorite charac- 
ters in LUNAR 27 


A. The most impressionable 

characters in LUNAR 2 are 

the main characters Lucia and 

Hiro. Lucia still leaves quite an 

‘impression on me. It was a dif- 

ficult character but also a suc- 
cessful character, since Lucia is not the character that 
players play. Thanks to that, although the scenario was dit- 
‘icult with our character adopting human emotional char- 
octeristics, we were still able to succeed. Lucia continues 
to leave a strong impression with me. Regarding our hero in 
LUNAR 2, Hiro, | wanted to make him a little bit more talk- 
ative as compared to LUNAR 1's hero, Alex. LUNAR 1's Alex, 
had a some rather transparent characteristics. | wanted 
‘Niro to have a little bit stronger of a personality. In that 
regard, | believe we succeeded. The rest of the characters 
ke Lemina, Jean, Rontar, etc. | enjoyed creating these 
characters especially as for Lemina, in Japan, a book was 
independently published about her. | believe that Lemina 
became a very successful and well-known character, As 
Jor the characters on the enemy side, first they appear 
5 readily apparent enemies. There are about four major 
enemy characters, but to tell you the truth, they all become 
reformed at the end of the story. First when | started writ- 
ing about the enemy characters in the scenario, | never 
creamed of them becoming reformed. During the process 


of writing, | surprised myself and posed the question to 
the character, “Are you really going to become reformed?” 
And, “You did that much evil, and do you really believe you 
will be forgiven?” But at the end, | did forgive them. 

Q. What about the relationship of the characters in LUNAR 2 to 
those in LUNAR 1? 


A. Lemia is the mother of Mia, in LUNAR 1, and Miriais the 
‘mother of Lemina in LUNAR 2. In the Magic Guild, the tra- 
dition is that women succeed the family. It is matriarchal 
‘society. The daughter will succeed as the controlling family 
‘member and in that society, the man doesn’t really count. 
In that world, | think that the only thing that matters is that 
they are women. 

Q. Whatis the most important thing that you do when develop- 
ing the scenario? 


‘A. As for RPG scenarios, the most important thing is to 
allow the player to have the same feelings as the main char- 


that Is one of the secrets or keys to making it a most enjoy- 

able experience. It is important thing to make sure that the 

player don’t loss touch with the main characters, There are 

specific techniques to achieve that, but that is (25) 
thing. 


——STARTING THE GAME—— 


The game will start at the Title Screen. If there is no save data present 
‘on the Memory card, New Game will be the only available option. 
When there is save data present on the Memory card, then there will be 
two available options: New Game and Continue, ‘h of these com- 
mands are described below 


Start the game. If this is the first time that the Ly 


to start from the beginning, choose “New Game.” Press the @ button. 
After the opening animation is played, the game will start. 


ame is played, or 


CONTINUE ———_——_—_——————- 


Load a previously saved game. Afier choosing “Continue,” select 
which Memory card to load the game from: Slot 1 or Slot 2. Press the 
© button. A list of save files will be displayed. An empty Memory card 
is capable of storing 15 save blocks; each block contains two save files. 
To view other save files, press the L1 or R1 button to scroll through the 
different save blocks. ‘To help differentiate between save files, each save 
file will list the following information: current location, Hiro’s level, game time, and the Dise number. 


After 


lecting which save file to load. Press the © button. To confirm the decision to load the 
26) save file select, “Yes.” Press the © button. ‘The game will then load. To cancel, select “No! 
Please do not remove the Memory card during a save or a load. 


NORMAL MENU-——— 


During the game, the Normal menu can be accessed by pressing 
the Select button or the ® button, The Normal menu allows magic | 
nd items to be used, weapons and armor to be equipped, a charac 
{cr’s status to be checked, and system options to be changed, Move 
the Directional Buttons to the right or left to switch between menu 
yptions. The Normal menu screen is described below. 


NORMAL MENU SCREEN—— 


(8) SILVER 


Current amount of silver 
being carried by the group. 


PARTY MEMBERS 


Displays the characters who 
are currently in the group, 
and their current status. The 
status shows the character's 
name, current level, and the 


current/maximum 
value of HP and MP. @ 


MENU ICONS 

The menu commands are in 
he form of icons. The four 
icons represent the follow- 
ing: Magic, Items, Equip, 
ind System. The name of 
the currently selected icon 
vill be displayed above the 


cons. 


LUNAR has the ability to use magic or special skills. When a char- 
acter has been selected, the magic or special skill that they have 
learned will be displayed in the form of icons. The key 
the Magic screen is described below. 


atures of 


= 
Shows the magic or skills 
that a character has learned 
in the form of icons. 


Displays the name of the 
currently selected magic or 
skill. 


Ls) 


RANGE AND COST 
Describes the range of the 
magic/skill and the number 
of magic points required to 
use it. 


MESSAGR WINDOW 
of the currently selected 
PARTY MEMBERS magic or sill. 

Displays the characters who 

are currently in the group, 

and their current status. 


POR rp li = 


NORMAL MENU 


Under the Normal menu, magic attacks cannot be used, Only 
magic that aids a character can be used. Before casting a spell, first 
make sure that the character has enough magic points available, If 
there are not enough magic points they will be unable to cast the 
pell. Note: Only highlighted icons can be used, 


ast a spell, first move the cursor to select a character that will 
ast the spell. Press the @ button. The magic screen will then 
e displayed. Next, move the cursor to select which spell to cast. 
Press the @ button. 


y 
oH bs 


Ifthe spell only affects one party member, a cursor will then appear 
wound the characters at the bottom of the screen. 
{o select which character will receive the spell. 


Move this cursor 
he cursor can also 
be moved to select the person casting the spell, Once a character 
jas been chosen, press the & button to cast the spell, 


Ifa spell affects the whole party, simply press the @ button. ‘The spell will then be exe- (29) 
cuted. 


Under the Normal menu, certain items cannot be used. Only high- 
lighted items that benefit a character can be used, Other items may 
only be used during combat or other situations, 


Item management. The characters share a common inventory in 
which all of the items that have been collected during their joumey 


can be used. The maximum number of the same item allowed in the 
inventory is 20 (i.e., there can only be 20 herbs). The Items screen 


To use an item, first move the cursor to select “Items” from the 
Normal menu. Press the © button. The Items screen will then 
be displayed. Next, move the cursor to select which item to use. 
Press the & button. 


son Fruit 


DISPLAY WINDOW 
See 
Shows the items that are in 
the inventory. 


Recover all HP 


iis 


TYE NAME = affected by the item. 

Displays the name of the cur- | 22 Sie 

rently selected item. ~ 7 MRSSAGR WINDOW 
Displays a brief description of 
the currently selected item. 


Ifthe item only affects one party member, a cursor will then appear 
around the characters at the bottom of the screen. Move this cursor 
to select which ¢ ‘ter will use the item, Once a character has 
been chosen, press the € button to use the item, 


Spell affects the whole party, simply press the @ button to use 


the item. @ 


Displays the characters who 


are currently in the group, 
and their current status. 


KQUIP 
Equip or unequip weapons, protective gear, or items, and view 
a character’s current status, Each character can equip up to eight 


different items: one weapon, one armor, one helmet, one shield, two 
accessories, such as rings or charms, and two crests. 


When the Equip screen is opened the character's current stats will 
. be displayed in the upper left-hand corner of the screen (described 
below). On the right-hand portion of the screen, above the party members’ status boxes, the char- 
‘acter’s current level (LV), current experience points (EXP), and the value that the experience points 
must reach in order for the character to reach the next level (NEXT) will be displayed. 


CHARACTER STATUS DESCRIPTIONS . 


SWTACE AGHITY 

Character’s attack power, Character’ reaction speed during The ability to det 
acter will react quicker aga ie attacks 

SYDACES ¥ 

jumber of attacks. The number oF RANGE 

times a character,ein attack consecu: Character'smoveme 


tively during one round of combat, 


Dau 13 


Character's defense power. 


The frequency that the character will 
attack. Affects how many times the 


will be allowed toattack during UCHR 


Character’s ability ¢ 
The higher the numb 
the chau 
The higher enemy 


Character’s magic abilit 
the value, the more effective 
gic will be, 


character can move duri 


a critical hit, 
the more likely 


F will do a critical hit on the 


Displays which items are 
currently equipped to the 
character, 


rent status. It also displays 
what effect equipping or 
unequipping an item will 
on the character's status. 


Displays items that can be 
equipped. 


HQUIPMIRIT AWE, 
Displays the characters who Displays the name of the cur= 


are currently in the group, rently selected item, 
and their current status, 


Before equipping an item, it is important to see what eff 
have on the character's stats. The character's stats show two sets of 
numbers: the number on the left displays the current value, while 
the number on the right displays what effect equipping the item 
will have on the character. Numbers written in ged letters show a 
decrease in that stat; however, numbers that are jin green let- 
ters show an increase in that stat. Remember, it'§ usually best only 
to equip items that increase a charac 


p, Mave the cursor to select which party member will 
‘Press the © button. Next, move the cursor in the Item 
4n item. Press the @ button. The item will then be 

“s Gear window. 


‘There are crests that characters can equip to give them different abili- 
ties. The crests have the following five attributes: Earth, Fire, Water, 
Thunder, and Wind. Depending on how the crests are equipped, they jf 
will either benefit the character, or do nothing. It’s important to experi- 
ment with equipping different crests together; the results can be very 


beneficial to the party. 


For instance, equipping the crests with compatible attributes (such 


as combining a crest with the Earth attribute with a crest that has either the Thunder or Wind attribute) 


equipping crests correct! 


Crest Combination 


will cause the character to inci 


se their magic ability, or improve their skills, Some of the benefits of 

increasing a character stats (attack, defense, speed, agility, etc.); allowing 

them to lower the MP cost for magic; and finda go cmagon spells 

(White Dragon Protect, Red Dragon Anger, and 

Black Dragon Grief), ee equipping cl fa message is written 
vy, it means t I 


It is important to reM 
First, combining en 


that single attribute; 


There are four System commands: Save 


allows the current game 
to be saved; Load displayed previously saved games that can be 
factics allows baitle tactics to be confirmed; and Options 
allows certain game settings to be configured. These options will 
be discussed below and on the following pages. 


F which location the Memory card is in: Slot 1 of Slot 2. Press 
ay the © button. ‘The Load sereen will then be displayed. ‘The Load | | 
a screen is divided into two areas: the top area displays two s: 
d the bottom area displays in which save block the 
e blocks, each block containing 
wo save files, in which saves can be located. To switch between 
ave blocks, press the Lor Ributton. 


eee Pe I To help differentiate between the different saves)/éach save will list 


psy Yi: akan 


loaded; 1 


locations, 
aves are located. There are 15 sa 


ve the game. To quickly access the save menu, press the START 
button. In order to save the game, first choose which location the 
Memory card is in: Slot 1 or Slot 2. Press the © button. ‘The Save 
screen will then be displayed. The Saye screen is divided into two 
areas: the top area displays two save locations, and the bottom area 
displays in which save block the saves are located. There are 15 
save blocks, each block containing two save 
can be located. To switch between save blocks, press the LI of RI button, 


selected, press the @ button. To confirm the decision to load the game, 
select “Yes.” Press the © button, The game will then be loaded. 
To cancel, select “No.” Please do not remove the Memory card 
during a save or a load. 


's, In which saves 


Once a location has been decided on, press the ® button. To confirm 

the decision to ave the game, select “Yes,” Press the & button. The 

game will theme saved. To cancel, select “No.” ‘The game will/not 

be saved. Please do not remove the Memory card during a save or 
a load. 


TACTICS: 


Set attack formation and set battle tactics. There are two parts 
to the Tactics option: Order which allows the formation of the 
characters to be changed (described below); and Tactics which 
allows battle tactics to be assigned to a character (described on the 
following page). The Tactics screen is divided into two sections: 
the middle of the screen shows the Order window, and the right of 
the screen displays the current setup for the three tactic options. 


Change attack formation. When choosing a formatiéiiifen,the char- 
acters it is best to keep the strongest characters toward the front, while 
‘ping the weaker characters in the back, “This way the enemy will 
generally attack the stronger charadtérs in the front While leaving the 
others alone. 


‘To change the order of the characters, choose Order from the Tactics 
menu. Press the @ button. An arrow will be displayed over the charac- 
ter that is ready to be moved. Use the Directional buttons to move the 
character to a new location. Once the character has been moved, or if 
the character is to remain in that location, press the @ button. The next 
character will then be selected. Continue moving all of the characters 


© until they are in the desired location. After the last character 


Ea) has been moved, press the © button to finalize the settings. 


Set battle tactics. The Tactics screen is used to program how a 
character reacts during one round of combat, The party can con- 
figure up to three different predefined combat strategies, labeled as 
Acts on the screen. The Tactics screen is divided into two areas 
the top portion of the screen displays the different acts, or tactics, 
that the character is programmed to perform, and the left side of 
the screen will display the characters in the party, 


To create an effective tactical system, carry out the following com- 
mands. First, move the cursor to select which tactic to set up: 
Tactic 1, Tactic 2, or Tactic 3. Press the @ button. Once a tactic 
has been chosen, it is time to decide how a character will react 
Mf during the battle. There are four combat icons to choose from: 
Attack, Magic, Items, Defend. These icons will be described 
below. 


ee 
A selected item will be used 
during the bi 


‘Thecharacter willattck,« 
to attack the closes 


MAGIC DEFEND 
The character will use a selected The character will try to de 


magic during combat. himself/herself against the e 
my's attack 


nd 


To decide how a character should react during battle, move the 
cursor to select an icon. After their action has been selected, press 
the @ button. The character then carry out that command. The 
next member in the party will then be selected. If it is necessary to 


change a character’s tactic, press the © button to select the previous 
character. 


s selected, all of the spells a character has memorized 
will be displayed. Move the cursor to select the desired spell. 
Press the & button. The character will then cast the spell during 
combat. Note: Once the character’s MP is depleted, their tactic 
during combat will default to Attack. 


If Items isyselected, all of thevitems in the inventory will be 
displayed. Next)move the cursor to select the item. Pfessithe 
3 button. The character,will theneuse that item for themselves 
during combat. Remember, only items that are highlighted can be 

selected. Note: Once all of the items are depleted, the 
(40 Rois 


NORMAL MENU-—-— 
There are times when characters will not execute the tactical options that have been selected. This 
is usually due to the fact that the character doesn’t have enough MP or items to carry out the speci- 
fied action. Before combat begins, make sure each character has enough MP or items to carry out 
their programmed tactic 


OPTIONS 


Change game settings. Allows the following game settings to be 
changed: Vibration, Window Style, Window Color, and Spell 
Names. These options are described below. 


WINDOW STYLE _ SPRL NAMES 
a = 

Activate or dea Change the background for the Displays the names of the magic 
for the DUALSHOCK™ analog text and menu boxes. There arg: spells on the Combat screen, 
controller. There are three settings: two options: Solid, to have a solid “On” to display the names, or “Of” 
On, the vibration will always be color in the windows; and Clear,1@ to turn off the display. 


ive; Off, there will be no vibra- have the box remain translucent. BATTLE VOICES 


tion; and Auto, to be able to tum, 


a 
om or off the vibration by using the SYVINDOW COLO) Determines if the character voices 
Analog Mode Switch on the con- Change the color for text and. Willbeheard during Combat, Select 


Ome menu boxes: ‘There are five colors “OA” to hear the character 


to choose from: 1=blne; 2=green; voices, on OI” to have no, 
3=1ed; 4=yolllow, and 5=wihiite. ‘voices during combat, 


— ISAO MIZOGUCHI, MUSIC— 


Q, What role do you feel that 
music plays in the game? 


A. Music gives grandeur to 
the game; without it, it is 
bleak. The music in the game 
express the feelings or emo- 
tions. | believe that the game 
is somewhat symbolic and 
Jess complex as compared to movies that can express 
more emotions because there is a more complete visual 
representation. | shouldn't be going on too long on this 
topic. | think that due to the fact that the game is more 
symbolic, we can let the audience relate better to the 
game with the use of music. 


©. How did you approach working on LUNAR 2 as com- 
pared with LUNAR 1? 


A. Basically, we now felt that in LUNAR 2, that we 
could conceive the world of LUNAR with more clarity. In 
LUNAR 1, we were being introduced to the subject. The 
backside of the scenario in LUNAR 1, or the treatment 
of the characters in LUNAR 1 were not distinguished as 
wnique. In LUNAR 2, it has improved and the characters 
have more depth. The scenario itself was talked about 
and the musical content influenced the game's develop- 
ment. This was only possible because of the introduc- 
tion we had by doing LUNAR 1. So after LUNAR 1, we 
could reflect and think about what the LUNAR world had 


INTERVIEW 


come to mean to us all. Because of that, in LUNAR 2, 
we were better in achieving our creative goals. 


Q. Did you change the way you composed the music for 
LUNAR 2? 


A. When we were working on LUNAR 1, | wrote music for 
it also. About four music writers were involved, but for 
‘LUNAR 2 only Mr. Iwadare wrote the music. For LUNAR 2, 
| wanted to be the sound producer, The main reason for 
this was that | wanted a certain consistency throughout the 
game. The way we were composing before LUNAR 2, was 
to do the work at the time we received the request from the 
game designers who were getting some of their ideas trom 
Hollywood type movies. They often wanted similar sound 
as was heard in popular movies at that time. In LUNAR 2, 
however, everybody wanted a game that was original from 
the start. Our challenge therefore was to produce music 
with a high degree of originality. And so we decided to 
have only one composer work on the project. Also, we 
decided to reduce the number of instruments used in the 
music we wrote. Instead of using a variety of instruments, 
we thought using fewer instruments might work better. The 
string player do not stop the variation, but it's one way of 
composing, because when | do my music, | feel that way 
too. For example, Mr. lwadare, can produce a wide variety 
of music but on this project, he focused on a nar- 

rower musical theme. Within that focus, we tried 

to achieve our purpose. 


COMBAT MEU——— 


When exploring certain areas in the game, the characters will come 
face-to-face with some of the most gruesome beasts ever seen. The 
only way to successfully defeat these creatures is to master the 
Combat menu. Take the time to become familiar with it; other- 
wise, it’s just sad to walk home crying all alone. It really doesn’t 
make one a hero, just a pathetic loser. 


MENU ICONS 
The Combat menu is done 
in the form of icons. The 
four icons represent the fol- 
lowing: Control, AI, Tactics, 
and Run. 


. ‘TY STATUS 

are currently in the group, 
and their current status. The 
status shows the character's 


name, current level, and the 
current value of HP and MP. 


a 
Lists the name(s) of the 
monster(s) and the number 
that are attacking. 


Shows the progression of the 
battle. 


to see how well they are doing, There are four colors, green, Jammer 
, orange, and red, that represent the current status of a 


Orange 49-25 
Red 24.0 


se It is necessary to watch the character's status during combat ifefe)Ke):4 


haracter’s HP or MP. Consult the box to the right for the HP or MP 


percentage values for each color. 


8 STATUS: 
CHANGES IN THE CHARACTER’S oe 
Since the majority of the enemies have the ability to cast magie spells, one of the party members is 


bound to get nailed. A character's status can be in one of the following conditions: Good, Poison, 
Confuse, Sleep, Mute, Paralyze, or Faint, 


MUTE 


a ee a 
The character has been silenced and is unable t0 


status is normal. 


POISON 
ita character 1s powsor 


a ae 
d, their HP will gradually . 
The character will not move, and it is diffigult (0 


decrease during com 
heal them: 
CONFUSE s 
er has been knocked senseless and will EAINT, 


ey 
[ASF | Gone, comatose, dead, wasted, The character is 
useless until they're resurrected 


pn 
e Will be unable 10 carry, outcom= 
mands. After being attacked, they Will awaken. 


COMBAT MENU-—— 
CHANGES IN THR CHARACTER’S STATUS (orem) 


When there are changes to a character’s status during a battle, a number will appear next to them 
showing the effect on the character. The number will be color coded and haye the following effect 
‘on the chi 


GREEN 


¢ 10 a character's HP, Recovery of HP and/or MP. 


SS 
Displays a eritical hit to the character's defensive S Increases the character's attack power. 

bilities. 

YELLOW a] BLUR 

eee a = 

Displa © done when a character has & increases the character's defense 


special item to ward off an attack 


BATTLE SYMBOLS 


‘The monsters have been color coded to show how effective the selected attack or magic will be on them, 
The colors are as follows: red (displays an “X” over the enemy), eliow, and green (displays an “O" over 
the enemy). The effects that these colors will have during an attack is described below. 


RED YELLOW 


a pre wy 
ze Bad. When using an attack or magic on an enemy Neutral. This attack will only produce an average’ 


that is red, the attack will only cause minimal hit. 


damage. Try using a different attack or magic 


against the enemy. 
i 
Good. This will cause severe damage to the enemy. 


COMBAT MENU—— 
é : 

BATTLE SYMBOLS (conrnuzD)=——————— 
The battlefield itself is capable of having its own attribute. There are five attributes: Earth, Wind, Fire, 
Water, and Thunder. When these symbols are layed during the battle, the battlefield will have an at 


bute. By using the opposite attribute (for instance, if the attribute is fire 
attack will be great. In contrast, the same attribute will cause only mi 


‘When fighting on a battlefield with the Earth attri- 
ute, use Thunder and Wind magies, 


When fighting on a battlefield with the Wind attri- 
bute, use Earth and Fire magics. 


FIRE 


When fighting on a battlefield wit 
bute, use Water and Wind magics, 


Al 


Artificial Intelligence. The computer will decide how all of the 
characters will react during battle. Once Al been activated, 
the characters will battle vigorously until the battle is either won 
or lost. The Al icon will appear in the lower right hand corner 
until the battle is finished or Al is cancelled. To can 
Al, simply press the © button. After the current round of 
combat, the Combat menu will be displayed. 


When fighting on a ba 
bute, use Thunder and Fire magics. 


THUNDER 


When fighting on a battlefield with the Thunder 
attribute, use Earth or Water magics 


CONTROL 


Select combat commands. This option allows command option: 
to be selected for each individual party member, Each charact 
can choose from the following four commands: Attack, Magi 
Items, or Defend. These options are described below. 


Use spells o skills, After selecting the Magic icon 
from the Command menu, a list of spells/skills a 
character has leamed will be displayed. Move the 
cursor to select a magic or skill. Press the £ button, 
Next, choose who to cast the spell on, friend or foe 
Press the © button. Once combat begins, the char= 
acter will cast the spell 


character will use their 
‘weapon to try to obliterate the enemy. After 
choosing Attack, move the cursor on the sereen to 
select which enemy will receive the brunt of the 
assault. Press the button. ‘The character will 
attack the enemy. 


Tims 


a 
Use items during combat. After selecting the 
tems icon from the Control menu, the items in the 
inventory will be disp! Move the cursor to 
select an item. Press the € bu 
begins, the item will be used. 
highlighted cannot be used. 


DEFEND 


Sa er a 
Defend against enemy attack. After selecting the 
Defend icon, an apparition will appear. Move the 
apparition to a safe location on the screen. Press 
combat the € button. Once combat begins, the character 
re not will then move to that location, 


if the Record icon is selected, the character's 


jese to one of the Ta 
ctics, will then be displayed. Move the cursor to select which 
fuctic: Tactic 1, Tactic 2, or Tactic 3, to assign the new com- 
sands. Press the © button. The new commands will be assigned 
» that tactic, 


Battle Strategies. Use strategies that can be set up under the 
icons, as well as the Record 
icon. To use a tactic, select which tactic to use by moving the 
cursor to the desired tactic. Press the & button. The character will 
then perform their assigned tactics. After the tactics are carried out 
the Tactics menu will once again be disp 
lasts only for ONE round of combat. 


last attacks that were 
ued by means of the Control menu will be displayed. To assign 
ctic icons, press the © button, The three 


COMBAT MENU 
RUN: 


Flee from battle. After selecting this command the entire party 
will try to flee from the attack. However, escape is not always 
possible, If the party is unable to escape, they'll have to endure 
a round of pummeling before they can fight back. If they do run 
away successfully, no experience points or silver will be awarded. 


Characters must receive experience points in order to increase their 
levels. If their levels don’t increase, their physical strength, skills, or magical abilities will not inctease. 
This will obviously lead to their getting a severe butt-whoopin’ during the next battle. Of course, nothing 
can compare to the many frustrating hours that one would have to endure raising a character's level in 
order to beat a boss. Be wise, don't run away from battles unless it is absolutely necessary. 


DEATH 


Game over. If all of the party members are 
killed during combat, the Title screen will 
appear. To avoid unwanted setbacks, save fre- 
quently! Nothing sucks more than having to 
replay a whole section of the game just to get 
back to where the characters died. Remember, 
save is your only friend. 


COMBAT MENU-———— 
AVOIDING BATTLES-——— 


Sprint to safety. Sometimes it’s important to run from the ene- 
mies to avoid entering a battle. To run from a monster, press the © 
button. Hiro will only be allowed to run for a few seconds before 
he returns to normal walking speed. After his run, a few seconds 
will need to pass before he is allowed to run again. 


RECOVER HP AND MP. 


Replenish a character’s strength. Before leaving a 

rm town or journeying into a dungeon, make itahabit |, 

70) ei to visit a Goddess Statue. Usually a statue can a Wi} 
y be found in every town and temple. Make sure to E>) 9 \’; eN 
WG ke advantage of their mystical healing power, \3/),* 
‘These statues are rumored to be in the form ¥ 
of Althena and can be used to recover the HP 
and MP of the party members. Be warned, ) 
some of the priests require that they be paid \¢°~ 
before they will let the party be healed. To recover 6%)“ 

HP and MP, simply press the € button while stand- {7 
ing next to the statue. The HP and MP will be 

recovered for each character. 


>, 


,* 
Sy 


Q. As an artist, how do you feel 
about CG graphics? 


A. Let me see... if we do all of 


crawing and the cell are things that people are familiar 
with. Therefore, this combination doesn't create any 
impact. It we create a building with 


winecessary negative 
«combination of cell and CG, then it kind of looks out of 
place. So we are still trying to figure out a better method of 
wiilizing C&, and another factor is that CG takes too long to 
create. It simply takes too long of time for modeling, etc., 
‘ond that remains a real problem. 


©. How did you go about creating Lemina? 


A. In my mind, | thought of Lemina as Mia's offspring. 1 
thought that using the same character could contribute 
o the fan's interest, and | thought that by changing the 
color of the hair or even clothing, that | could create a 
different effect. However, as | continued to make draw- 
Ings, | felt that the drawings of Mia didn’t fit the char- 
acter of Lemina. This character is more cheerful, so! 
attached a big ribbon around the hip. | wanted to make 
the color of the clothes as black, and when using black, 
| thought that maybe blond would go good with black. 


~TOSHIYUKI KUBOOKA, ART DIRECTOR— 
INTERVIEW 


(Q. Where does your inspiration come from for creating the 
world of LUNAR? 


A. This isa set up for Lucia to take a bath for the first time. 
As for image, this is based on a model of a Roman public 
bath even thought | haven't personally seen one, but | had 
‘an idea from my learning that they existed like this. If we 
didn't do this right, it could look like a commercial secular 
Japanese type of bath. | tried to avoid that and make it 
look like @ more luxurious setting. If it were only a two 
-dimensional drawing alone it would bleak, so | tried to use 
a lighting effect to create a certain mode. This particular 
drawing did not appear on the screen, but | imagined it with 
the hot water coming out at this location. So you see, | 


sal lierter lo rosie ifatnos, | mace 
a triangular shape for example. These columns are natu- 
rally shaped in a form that is not entirely straight. Since 
the time of ancient Japan, like Asuka, we have tradition- 
ally used natural wood for the structures. | felt there might 
be some connection between these ancient structures and 
‘Kenpo (way of sword art), as | interpreted it. @ 


SHOPS 


As Hiro and his party journey to new and exciting lands, make si 
and villages along the way, Upon arriving in a new town, make it a habit to visit the local shops 
to upgrade weapons, protective gear, or items. If funds are becoming low, sell the characters” 
unwanted equipment for some cold hard silver. Then use that silver to invest in the latest and great- 
est weapons and protective gear. Doing so will make them more effective during combat. Don't 
forget to stock up on items, Items are essential in keeping the characters in good health during 


re to visit all of the many towns 


their journeys. There are four options in the Shop menu: Buy, Sell, Equip, and Exit. 


ITRM WINDOW. 


Displays weapons, protec- 
tive gear, or items that are 


for sale. Also listed in this 


window will be the item's (S) SILVER 
brief | 2 


name, price, and a 
Amount of money the party 
description of the item . ? 


MENU ICONS. 


The four Shop menu ico 
represent the following: B party. If the character's face 
Sell, Equip, and Exit. is highlighted, they can use 


= or equip the item. If there 


has collected 


ys characters in the 


faces are dark, they cannot 
use or equip that item. 


BUY 
Purchase goods. After selecting “Buy” from the menu, 

ursor in the Item window to select something to purchase. 
the @ button. When buying weapons or armor, highlight the cl 
icters to see how their statistics are affected. 


many items to purchase. 
hased is based on their cost, 
party has acquired, Use the 
up s ect the quantity to purchase 
Press the © button. 1 fill be purchased and placed in 
inventory. 


There are a couple of + ae wheat purchasing weapons, armor, 
and items. First, if an the characters do not have 
enough silver to purcl ter is not highlighted, they 
are unable to equip that) ar. Finally, it’s usu 

od idea to check to § equipped so that the same 
th time and money. 


SHOPS 


EQUIP (contnuzD)=———— 
To equip an item, move the cursor to select which party member will 
equip an item. Press the & button. Next, move the cursor in the Item 
window to select an item. Press the @ button, The item will then be 
placed in the character's Gear window. 


Before selling an item, remember that most items will 


Sell Good: 2 

be sold at half their purchase price. To sell an item, select “Sell.” 
Press the & button, Next, move the cursor to select an item to sell. 
Press the @ button. If there is more than one of the current item 
in inventory, use the up or down Directional buttons to increase or 
decrease the number of items to sell. Once a decision has been 
made, press the & button. The item(s) will be sold and removed 
from the inventory. Make sure not to sell an item that may be needed later. Note: Some items 
cannot be sold. 


To unequip an item, move the cursor to select which party member will unequip an item. Press the @ 
button. Next, move the cursor in the Gear window to select an item. Press the & button. The cursor 
will be placed in the Item window. Move the cursor to a free area, and press the & button, The item 
will then be removed and placed in the Equipment window. 


EXIT 


uip or unequip weapons, protective gear, or items. Before 
equipping an item, it is important to see what effect it will have on 
haracter’s stats. The character's stats show two sets of numbers: 
the number on the left displays the current value; while the number 
on the right displays what effect equipping the item will have on the 
character. Numbers written in red letters show a decrease in that stat; 
however, numbers that are written in green letters show an increase 
in that stat. Remember, it’s usually best only to equip items that increase a character's status. 


@ 


Exits the Shop screen and returns the player to the game. 


~WEAPONS, ARMOR, & ITEMS~ 


( 
pees 
This acrodynamic projectile 


ee | returns {0 its user after being 
thrown at (and hopefully strik- 
ing) an enemy. ‘The Boomerang 
is Hiro’s weapon of choice. 


ig 
mind, this blunt weapon is 
extremely effective at pummeling 
your unfortunate opponents into 


58 dripping mush, 


of sharp blades, which makes it 
as dangerous for its user as for its 
intended target. Only Jean has 
the skill and dexterity to use the 
Razor Fan without losing any of 
her fingers in the process. 


~WEAPONS, ARMOR, & TTEMS~ 


‘monstrous 
weapon are designed to inflict 
maximum damage on  oppo- 
nents by piercing vital organs. 


fragment of the power of the God- 

dss Athena. Its also one of the 

A most effective weapons a warrior 
can use..if you can find it 


deadly 
device hook into an enemy’s flesh 
and grate through him like a brick 
of ches 


e. Jean is especially deadly 
with this weapon in her arsenal. 


~WEAPONS, ARMOR, & ITEMS-] -WEAPONS, ARMOR, & ITEMS=- 


This cranium cloth will 
increase the Magic Endurance: 
of the wearer, as well as make 
a stunning fashion statement. 


This regal armor provides 
superior defensive protection 
from enemy attacks 


PLATINUM HELM 


See 
This beautiful helmet keeps 


its wearer from suffering 
blunt trauma to the head. 


sewn together with the thread 
of holy silkworms. 


This reptilian band inc 
one’s ability to avoid enemy 


ANGEL RING 

pe ee 
This tiny piece of jewelry isone 
of the most valuable items in 
the game, If equipped, it will 
revive its wearer from a faint, 


and restore their Hit Points, 


Made from. a 
enriched with magic 


~WEAPONS, ARMOR, & TTEMS~ 


pendant 


from the Blue Star. 


invigorates 
ingests it 


the mysterious visitor 


anyone 


ARALING NUT 


pre eS ey 
‘This delicious, nutritious nut 


who 


HOLY WATER 


This tonic contains special 
properties that can cure 
afflicted souls of almost any 
condition, 


es 
This herb is an inexpensiv 
way to heal small amounts 


of lost Hit Points. 


DRAGONFLY WINGS 


_——— 
This magical item performs 
the same function as the 
White Dragon Wings, but 
disappears after being used. 


~WEAPONS, ARMOR, & ITEMS- 
aQ—<* 


VITALITY VIAL 


peereieesetaneetonny 
Drinking the liquid within this 


holy vessel dispels all disabili- WHITE DRAGON WINGS 4 


lies and generally just makes =e 
fel good all over. These wings have lost some of their 

powerover the years, butthey can sill = SHELWRLIGHT 

transport characters out of dungeons. 


Silver Lights can_ restore 
huge amounts of lost Magic 
Points, However, they are 


ANGERS TRAR very hard to find, and all but 


impossible to purchase. 


revive unconscious _ party 


members during combat. @ 


LUNAR is a world filled with 
ent branches of magic, Hiro ai 


to a certain field of magic. For instance, Jean’ 
offensive, while Ronfar’s magic is used for healing. Magic abili- 
se and some magic will change into more advanced 


ties will increa 
magic as levels are gained. 


some of the magic available for each character. 


MAGIC 


magic. With all of the many differ- 
nd his companions are each adapted 
magic is mainly 


The following pages will preview 


Magic Effect: Only affects the selected ally 


effective range. 
‘A magic might 


ame: One Ally Abbreviation: 1A 


Magic Effect: Affects all of the allies in the party 


affect just one 
character! 
enemy, OF sev: 


Name: All Allies Abbreviation: AA 


Magic Effect: Affects only the allies that are in a selected area. 


cchart tothe right 
is a key to the 
range notations 
(labeled as “R") 


Ally Zone. (Abbreviation: AZ 
‘Magic Effect: Only benefits the person casting the spell 


Abbreviation: OS 


‘Name: One's Self 


Magic Effect: Affects only the selected foe 


found in the fol- 
lowing charts 


Name: One Enemy [Abbreviation: 1E 


Effect: Affects every single enemy on the battlefield. 


ne: All Enemies. Abbreviation: AE 


Magic Effect: Enemies located in ted area will be affected. 


[Abbreviation: EZ 


Name: Enemy Zone. 
Magic Effect: Affects only the 


that are in the line of fire 


Name: Single Line iation: SL 


ers a whack 
md comes back. 
starts the 
ame with this spell, 


= 5} one 
cyclone, 


What 
when 


happens 
Althens 

Eve 
jonster on the battlefield suf- 
ers a wind-whipping 


ncezes? 


F 
own A 
an attack the 
icky-poo monsters before they 


attack him, 


A double-dose of 
flying wood, and 
a more powerful 


MP:6 RIE 
Boomerang 


in’t- no calm 
before this storm. 
A more powerful 

version of the Squall spell 


a more pow 
version of the Vortex, 


Guy 


ARAL LITANY 


| 

One party Allparty members 
mber receives . ea are blissful afte 
Swedish deep- 3 Gwyn's. blessin 


Hiro hops hh Hiro lets rip with 
and hits hard. F a wind bomb. 
will use this at 


Jash-and-slash 

al for when 

your foolish foes are in a parade 
formation. 


Defense _ rating, 


against bosses. 


wakens a fainted 

y. but without . 
P (similar all their HP 
process. Me 


Restores some H 
to one ally, 


Restores all HP 7 f Restores some HP 
one ally. (0 all allies. 


each tum, sim “ ee 


the Healing Ri ‘a boss battle, 


lly is 
all conditions. 


very useful spell nonetheless. 


May or may not : Srabs a bunch of 
revive all fainted! an ene P from the bad 

members 4 give and 
one of your buds. hands “em to the good 
guys. A 


——- MAGIC ——— 


sidekick that will [© ‘a9 
attack the enem 


the end of each round. 


poson |=. =| a So pretty, yet 
upon als y s for a 
cl of unfortu 
DREAM DANCE 
Eee 
s m1)" (aoa DUp of 
3 | ae : 
dreamland for an é - n 


extended vacation. 


preneematentete arenes 
> ’ rz 5 
"J bite, An excel 

the Blue Drago lent spell against 


alm attack. 


ss the 
Id, introduc 


foes to her feet i} mies adjacent to Jean.,.s0 use it 


only when she’s surrounded. 


The 
becomes d 
with lust 
J, occasionally att 
2 his fellow monsters). 


an uppercut 
to every enemy on the battlefield 
simultaneously 


A powered-up ver 
sion of Flame, 
which — Lemina 
already has this spell when she leams only two levels after she 
the party BEE | joins Hiro’s party (at Level 20). 


ticking. Lemina 
dy has this 


spell show: 
ers the battlefield dust to dust. A 
with fire. Bring a < powered-up 
of Burning R: 
MP cost 


BB of Auack power. 


One ally re 
ssive boost of 


ERASE MAGIC __| 


Wipes out = 7 Loe 


tal attack spell that 

calls upon the 

s of Mommy Nature to 
nuke your foes. 


MEE Removes inc] the 
effects of 
changing spells. 


Boosts the Magic 
Defense of 
good gi 

standing within range of 


Beware of mag 
ically-levitated 
rocks. Leo starts Hil 
with this spell. 


ey) ROCK CRUSH 


A big boulder faw | 


and rolls 
ground, Leo starts 
with this spell 


dess and boosts 
his own Attack and Defense. 


powered-up  ver- 


H sion of Rock Crush. 


stunning se 
sword-strike 


This spell. shines 
forth on the bad 


| SHOJI MURABAMA, ANAMATION— 
INTERVIEW 


1 Describe the process of creating the animations. 


A. Based on the art created by Mr. Kubooka, we meet 
to plan strategy with the animators. The animators 
then create a lay out. The producer, the animation 
Wirector and the director check the lay out, and then it 
{s returned to the animator. The animator then finishes 
the original drawing and then they recheck the original 
crawing. After that, the animations are put together to 
create the final product. Finishing work is done on the 
computer to add coloring details. The graphic data cre- 
ated on the computer is then rendered. At that time 
the background is filled in with a water color drawing. 
This is combined with the product produced on the com- 
puter using a scanner. We also adapt 30-CGl for use 
in these works. This 30-CGI consisting of Lightwave 
‘mages; using this we make a composite that results in 
‘wo dimensional images. We can also take a hand writ- 
‘en picture and render it in a Lightwave image. 


©. How do you go about editing the animations? 


A. The order in which the animations are edited is deter- 
mined by the art. However, it depends on the animator 
because they each have their own personal character- 
istics. Using the work done by many different anima- 
tors, and then making them into one story, the producer 
and director edit and match the timing. The process 
of producing in this fashion, shortened the timing of 
vach scenario script to adjust to allow the characters to 


express their emotions such as surprise. Also, setting 
up the time necessary for the user of the game to think. 
This is one of the greatest challenges for this type of 
editing. 


Q. What was the hardest scene to create? 


A. The most difficult thing was to get along well with 
the game creator. The most difficult scene was at the 
end, we used the CGI there also, a scene of a spectacle 
was very hard. If it were a regular movie, the scenario 
and artare created at the beginning ,but since this is a 
game, the scenario keeps changing throughout the cre- 
ative process. We, therefore have to rewrite the sce- 
nario and art to match the game; the spectacle scene 
towards the end was added on to the existing art as 
it there is a summit with fog around it, and when we 
reached that point, we discovered another summit to 
yet be reached. 


Q. How do you view the animations in the game? 


A. The animation in the game is made in order to 
improve the experience of the game. Even when there 
are a lot of animations included in the game, the most 
important thing is the game itself. The animations are 
made to enhance the players experience of the game 
playing scenario, but us professional animators add 
these images to the game to improve it. © 


——ETERNAL BLUE THEME—S — FERNAL BLUE THEME — 
Original Japanese og ; English Lyrics 


Love can change the key youhold —_<chorus 2> 
into a gilded chance. 


Legend, vanishing memories, endless pageant. 
Deep sleep of solitude, 


someday time will come to be awaken. Sates sey hoey aetna Hed dered life, 
Now, the forgotten old book. oe I should know. 
Only the past is recorded. Only that moment 
Circle of lights and shadows, the moon can show me what | hold so dear, 
is melting into the clouds. Until that moment, 
sound of wind, tune of journey, 1lfind some comfort in the love 
in the unknown foreign town. within my slumber. 
Someone is waiting for me for sure, We'll turn the en Turn on your charm and hold me near, 
as if whispering in my ears, tells me secretly. oak iN rae Rone 

<repeat chorus 1> 
Blue moon, dance the sky with a fairy. ta u 
Future in my mind in such a way. 


Even if the dark shadow brings thestorm, 
We'll turn the light on. 


When the comet pulls the golden bow, 
1 will start sailing in the sea of the Milky Way. 
uA 


20) N 


When 1 was alone | did not notice 
the piercing blue sky. 


When | was alone | did hear, 


Heart sound of wind. 
the 8 2, taught me thisis not just anybody. 


Abvays being close by me. 


Time to be wrapped in, 
Asmuch as possible with both 
Stretch and hold tight. 


LUCIA’S THEME 
Original Japanese Lyrics 


Fy 
Youand 1, faramepciet iting apart J 
Me and you, someday for sure, we can meet, 
Pulling strongly to each other, the two ofus. << 


<repeat> 
When Iwasalonet did not notice heap telat warm embrace, 
The| blue sky. : ae fl no eth iad finda place, » 
When wa , a my eyes were as blind, | know, ¥ N 
Sight to my eyes, Sky brilliant with blue elegance, hs 
and warmth to my heart, 1 couldn't behold. f 
3 hy Your love has been such to me. je . fe 


our hearts both beat in time, 
There's magic in your smile, 
tknow theres nothing we can't do. 


nfl warmembrace, 
My heart will find a place, 


x . ‘ Even from afar; 
“ / asic ip your 4 a 
A . da ( 


Nira aa 


5, SATA, MAP DESIGN EDITOR— 
INTERVIEW 


What kind of programming did you do for LUNAR 2? 


A. Since | do the map programming and demonstration 
programming, | personally think that the character dem- 
onstration is very interesting among them because it has 
movement attached to it. Basically, different designers 
sake the map and the character separately. We construct 
or combine them together on the screen and if they match 
well, then we proceed. As a programmer, my job is to pro- 
luce a product that is visible to the player without any 
problem. If the graphic designer does a good job then our 
Job is easy. 

How did you go about making the character demonstra- 

ns? 


A. We can make both map and characters by using the 
graphic software called Gaudi. After we have made them 
separately, we match them together on the screen. When 
we match them separately on the screen, the color combi- 
sation has to be right and the characters should look like 
‘they are standing on the map in an appropriate fashion. 
Our most important function is to make sure that the char- 
acters are standing on the map and are able to be viewed 
«5 moving within the given map and we make appropriate 
odjustments when necessary. Once that is done, the rest of 
our job is to just create new data. It's not that hard. 


Do you do anything special when programming the game? 
A. I don't want the players to win quickly. 1 want them 


to enjoy the story and | believe it is much more enjoyable 
to take your time in playing the game. If there are some 
‘people who really want to finish the game quickly, if they 
are involved in battles with many enemies frequently, they 
‘might win in a quicker fashion. 

Q. What is the most difficult part of the game? 


A. 1 don't feel that there is really any exceptionally difficult 
part of the game but if you don’t listen to the story care- 
fully, you might not know what to do next. As long as you 
talk with a lot of people and listen to there responses, then 
you should be able to do fine. 


Q. Do you play games? 


A. love gaming; ever since I was a little boy, | have been 
playing games a lot. | really wanted to work on this kind of 
project so | searched hard for a place who would be inter- 
ested in having someone like me. When | found this job, 1 
jumped for it. Before getting this job, | really hadn't really 
devoted myself to the job like | did here. After | entered the 
company, | really worked hard. 


Q. You have an interesting pen name don't you? 


‘A. My pen name is Satan, In Japan, people don’t think that 
this name is so scary. When | use this name as a handle 
name, some people who surprised. There used to be some 
people who were surprised at first but once they 
learned my real name, then they say, “Ah yeah” 
that makes sense because of the similar sound. 


—— TRANSLATION NOTES 


When doing LUNAR 2: ETERNAL BLUE COMPLETE, we had a\jot to live up to in the minds 
of you, the fans. LUNAR»SILVER STAR STORY COMPLETE raised the bar both in presentatiot 
and in interesting character interaction for RPGs. There’s nothing worse than going into a game or 
movie with high expectations and not having them met, so we tried hard to make ETERNAL BLUE 
COMPLETE meet the high expectations we knew you'd have. 

’ First off, in the packaging and presentationdepartment, it goes almost without saying that no} 
USS. console RPG has ever had the kind of packaging nd presentation present with LUNAR 2: 
three game’'CDs, “Making of movie CD, FULL soundtraék CD (not some lame “sampler’), a ful 
set of character standees, paper map (no annoying fumes this time!) ,full-seale Lucia’s Pendas 
hardbound manual, and for those lucky enough to preorder at ajparticipating retailer=a Ghaleot 

f Punching’ Puppet!«We'Ve literally Worked on putting this package together for about two ys 

We hope youllike it, and begin to expect more from othenpublishers as well. 

‘As foF'game changes, well there were quite afew. The save game system was overhauled, net- 
ting thirty saves per Memory card, instead of the original thré€. Yes, thirty saves is a bit of overkill, 
butit’s REALLY nice ifyou want to savé before animations or events you like. And, with the dual 
Memoryeard support, it’s possible to have sixty Saves online ata time! Analog support was add 
for our DUALSHOCK™-using fans. It’s a small feature, but it really does'make things easier on’ 

| the thumbs. The,system menu was changed so that spell:names can be turned off in battles, An 


‘due to popular demand from players of LUNAR: SILVER STAR STORY COMPLETE, battle voici 
cannow be turned off 

Since ETERNAL BLUE has more voice clips in-battle than its predecessor, repetition is not 

big an issue.But, the feature was added so you, the player, can decide if the battles have voice 

snot. ‘The dialogue boxes were also changed so they had a nice, ornate border. Monsters Were col 
‘coded to show spell-effectiveness, instead of just the simple X’s and O’s present in the Japane: 

ie Version. Shopping is a bit easier than the Japanese versionnow as well, since you c: 
check the stat changes of a weapon or item you want to buy buying it. 
‘ously, you had to buy 4 weapon to sée what it would do for you. And finally, the 


TRANSLATION NOTES —— 


hange Since the demo we released with Vanguard Bandits was probably that the music slowdown 
was eliminated. 

In the recording department, quite a bit of the spoken dialogue in the game was reused from 
the SEGA CD version because the animations or events hadn't changed. However, there'were two 
fairly major changes. Hito was completely re-fecorded to better match the voice with the face. 
Ruby was also re-recorded in many‘@reas,to soften her“attitude. In the original release, which. 
was very faithful to the Japanese version, Ruby was pretty shrill and a bit annoying. With the re- 
release, we made an effort to soften her a little and perhaps make her a bit mote likable. Finally, we 
added baék some audio events (like Ronfar’s haunting Mauri flashback) that were removed from 
the Japanese release. for reasons unknown. 

Finally, with regard to the animation scenesg we.did our bésto_make the U.S. Version look 
belter than the Japanese version, The Japanése version was 256x224resolution, witha video 
window up to 64 pixels smaller than maximum, On the U.S. version, we upped the display resolu- 
tion to 320x224, with the video window at full screen, To reduce artifacts, most scenes were run 
through a low-pass filter. In the movie playbac! 2m, audio was also changedto 38Khz mono as 


Opposed tol8Khz stereo, We felt thatbetter audio fidelity was more important than the odd steredjy 


effect every now and then. 
We've done our work, and the game lies with you now. We,hope it rekindles fond memories 
for those’6f you that played the original) and creates new fond memories for those of you playing 


it forthe first time, LUNAR really, is a special game that transcends gaming in the traditional sense 


because it FEELS real. When you're done, it seems,as if the characters are people you really Knew, 
‘ond that's a rare quality indeed. We've had a great time’in the LUNAR universes mee to see 
you before you're too old to hold a controller with 3. 

Keep the cards, letters, and E-mail coming. We read them all, becatise it rethindl us that we 
really are nothing without youl, Thanks for your support, and we'll see you soon With Are 


the Lad Collection! 7 @ 


~ 


Greetings and salutations, you beautiful reader, and welcome to the mini-walk- 
through, in which we've yanked a bunch of keen information straight out of the LUNAR 
2; ETERNAL BLUE COMPLETE OFFICIAL STRATEGY GUIDE and reproduced it 
here for your reading pleasure. This section will lead you through the first few hours of 
the game, from the Dragon Ruins to the Blue Spire, while giving you a delicious taste of 
what the Official Strategy Guide has to offer. 

There are several unauthorized LUNAR 2 strategy guides available in stores and on. 
the Internet, but none of them feature detailed artwork, exclusive interviews, or any of. 
the other cool stuff that can only be found inside the Official Strategy Guide. (Some of 
them aren't even printed in color! I mean, c’mon, how lame is that?) 

Also keep in mind that the unofficial guides are based upon the Jay 
LUNAR 2, not the American version. Since LUNAR 2 was considera tered (and 
improved) during the localization process, the information in unoffic’ is often 
inaccurate or entirely wrong. (Just ask our customer-service department, which receives 
phone calls and emails every day from frustrated folks who've been led astray by unof- 
ficial guides.) 

Okay, okay. End of sales pitch, start of walkthrough. A few reminders before you 
forge ahead, however: 

1) Not all of the weapons, armor, items, and monsters are listed in this section-only, 
those that are found at the beginning of the game. The Official Strategy Guide has com- 
plete lists of every weapon, item, and monster, along with a cross-referencing index so 
you know exactly where to find the goodies you want. 

2) This is an abbreviated excerpt from the Official Strategy Guide-abbreviated 
because there was a lot of information to pack into the following pages. The Official 
Strategy Guide has larger maps and larger screenshots, along with plenty of insig- 
Nificant-but-interesting information (“Retrochecks” which document the differences 
between the old and new versions of LUNAR 2, interviews with LUNAR 2’s creators, et 
cetera) which we couldn't squeeze into this section. 

Okay, okay. End of disclaimers, start of walkthrough. Read on and have fun! 


ese version of: 


The next two pages contain descriptive charts and adorable pictures of the weapons, 
armor, and items that can be found in this section of the walkthrough. Below is a 
sample chart with explanations of all those mysterious categories: 


This is the purchase price of the 
item. When selling the item, you 


Thisistheformalnameoftheitem. | [This is a pithy description of 


Nicknames and alternate names || the item. Some folks thought the | | only receive half the cost. If no ENV 
Lil’ Poker Thingic”) are not | J descriptions were silly, but we told | | price is shown, the item can't be | deyeapCaigs 
included. them to pith off. bought or sold. ALA 


Ls 


TP _a__| Bladed weappns which are used to slay mip 
RDS vorpan ttl 
5 WSCUERFECT : 


Or a really Yo 
Attack 422 


ot 


This isa sereen-grabbed and Pho- | [ This describes the effect or effects 
toshop-processed picture of the |} of the item, Negative effects (ic., 
item, as seen in Ruby's inventory | } Dexterity -5) are shown in ed, the 
display color of danger and pizza sauce. 


This shows which of the game’s 

or characters-excluding, 

whose role in the quest 

imal, and Lucia, whose 

actions you can’t control-can use 
the item, 


Dangers aren't as powerful a swords, bul they allow 


for two attacks instead of one. mak 
=H 
Half-step above a butter knife. 
castes! Attack +2, # of Attacks +1 a 


ally) more useful against weaker ene 
(Old-school critter-cutter. 


The following pages have all the information you 
Jesire about the hundreds of nasty creatures inhi 
ng the land of LUNAR 2. Take the time to beco 
familiar with your foes! Please note that the gam« 
bosses” are presented in the big, bad Walkthrough, 
which gives us more room to describe the different 
attacks they use, and to tell you how not to get killed 
by those attacks. Below is a sample of monster data 
that explains the various statistic: 


‘ATTACK 
The higher this rating, the more da 
punches, hicks, etcetera) cause 
ATTACKS: 

‘This number indicates how many attacks the monster can (and 
will) use during its turn, 

DEFENSE. 

The higher a monster's defense rating, the less 


RT: “The only type of “armor” that everyone can 
1 wear. Iron and ironing board not included. 


NAME es DESC./EFFECT | (cost) 
Ewtmlenokal 
PACANT (7 _ I P| Moth-eaten and SO out of style. 4 
Se ee a ae | s = 
ADVENTURER'S, £Fin | Several layers of coarse cloth. 4 
PY detense +6 


CLOTHES 


age its physical attacks (jabs, 


age it weeeives 


onsters agility rating, the sooner it can take an 
n battle. (If a monster strikes you before you can stike 
the monster has high agility.) Higher agility also increases the 
¢ of an extri-damaging “critical hit 


This is an unretouched photo of the critter. (For an example 
ouching. sce the author's photo on the dust jacket of the 
ategy guide. His teeth are that white in his dreams, dude) 


the more often it dodges your 


This is what the monster's friends call it, but you're just an . paragete nine! 

‘acquaintance, s0 you should be more formal. For example, MAGIC END(URANCE) 
RIGHT SAPPHIRE You'd refer to this mower as "MISTER Dung Beetle: The higher a monser’s magical endurance, the less damage it 
JEWEL receives fom your mapical attacks 


movement range, the more terrain it can 


The higher a monster's luck rating, the hig Shanice that its 
attack wil. fal hit and do extra dam 
HIT POINTS 
The more hit points a monst 
before i croahs. Simple, 
EXP(ERIENCE) POIN] 
This euumber inca 
‘your characters whe 
SILVER 
This numbe 
Swiss bank ac 
ITEM (DROP ‘o) 
This indicates which item the monster might leave behind atthe 
end of a batle, and how often. For example, Herb (5%) means 
chance the monster will leave behind an Herb when it 


has, the more damage it can abort 


nee point 


re given 10 


dicates how much silver is deposited 
‘when yo kil the en 


Which the monster is especially vulner: 


hose types of spells) 


Revives fainted characters. This tell ya where the monster appears in the game, and on which 


sige you find that cation (or those locations) 


This isa lst of magic to which the monster is especially resistant 
(abus, you shouldn't use those types of spells), 


ANGEL'S TEAR 


SAND CYCLOPS 


The biting attack of this 
orange insectiis, as its name 
ironically implies, quite 
crappy. Any character's 
normal attack is enough 
to squash the Beetle; even 
Ruby's serateh and fire~ 
breath attacks are lethal 


ITEM (DROP 
HERB (1% 
WEAKNESS! 
FIRE, WATER 
RESISTANCES: 
NONE 


When the Cyclops looks like 
he does above, he’s gonna 
use a biting attack; when 
he’s sinking in and out of the 
ground, he’s gonna use a sur- 
prisingly strong fist-smash. 
Fortunately, he’s much more 
likely to bite than punch. 


HERB (4%) 
WEAKNESSES: 
NONE 
RESISTANCES: 


When this chewing critter is 
placidly floating, it’s going 
to use a weak rolling tail- 
whip; when it's gnashing its 
jaws. it’s going to spit a fi 
bomb (which does roughly 
twice the damage of the ta 
whip) into the air 


BRAINPICKER 
x 


aTTACK 


HERB (20%) 
WEAKNESSES: 
FIRE, WATER 
RESISTANCES: 


EAST DESE! 


EAST DESERT PASS 
BANDAGE BOY 


This bandaged baddies standing 
sill, i'l punch a character twice; 
if i's hopping up and down, i 
unleash a spinning attack which 
does decent damage to any nearby 
character (so move away from 
it), A Mummy always fights with 
Bandage Boys; kill the Mummy 
tokill ll the BBs at once. 


Yes, it ooks more like a dol- 
phin than a shark, but we 
digress. When its fin is stick- 
ing out of the sand, it's going 
to use a mild attack; 
when its f 

going to blast you with a 

powerful sonic beam, 


ER 
ITEM (DROP %): 
HERB (1%) 
WEAKNESSES: 
FIRE, WATER, WIND 


The only action this pathetic 
member of the undead can take 
is to lumber toward a character 
and punch him or her for very 
little damage (usually 1 HP), 
Bandage Boys always fight with 
a Mummy as their leader: kill 


the Mummy and all of the BBs 
instantly disappear. 


ATTACK noms 
ATTACKS... 


SILVER... 
ITEM (DROP %): 
NONE 
WEAKNESSES: 
NONE 
RESISTANCES: 
SLEEP. 


This green gob of goo-the 
second cousin of flubbe: 
bounces toward a charac- 
ter and bites him for a vet 
mild amount of damage 
(When lime Jell-O goes 
bad!) 


ITEM (DROP %): 
NONE 
WEAKNESSES: 
ALL 
RESISTANCES: 
NONE 


When the Angel's gun is 
flashing, it’s gonna fire a 
big bullet that damages all 
characters within the blast 
zone; when the gun isn’t 
flashing, the Angel will use 
its weapon to poke a charac- 
ter for mild damage 


| ATTACKS 
DEFENSE. 


HERB (4%) 
WEAKNESSES: 
NONE 
RESISTANCES: 
NONE 


ATTACK 
ATTACKS .. 
DEFENSE 
AGILITY... 
SPEED... 

WISDOM. 


BIRR acacia 
ITEM (DROP 4%): 
HERB (20%) 
RESISTANCES: 
(CHARM, PARALYZE 

POISON, SLEEP 


EAST DESERT PASS 


BLUE LABYRINTH 


BLUE SPIRE 


BLUE SPIRE 


CRYSTAL KNIGHT 


i 


When the 
crossed, he 


and stab a characte 
damage; when the Ki 


ams are raised, he's g 
to unleash a magical sphere 
that does roughly twice the 
damage of the stab, 


ATTACK 
ATTACKS 
DEFENSE 
AGILITY 
SPEED 
WISDOM 


HIT POINTS. 
EXP POINTS. 


BLUE SPIRE 


MAGIC MASQUE 
ATTACK 
ATTACKS 
DEFENSE 
AGILITY 
SPEED 
WISDOM 
MAGIC END 
RANGE 
LUCK 


HIT POINTS 
EXP POINTS 


BOULDER BLOCKAGE 


Walk up to the boulder and 
press the © button to trigger a 
comment from Ruby about how 
you were nearly squashed. She 
also observes that you're not 
getting back into the Dragon 
Ruins unless you find another 
entrance. 


MOVE ALONG, PEOPLES 
There's literally nothing to do 
here other than stare at the 
big round rock, so enter the 
Salyan Desert, and continue 
south until you enter the East 
Desert Pass 


ON YOUR KNEES, BOY! 
After your initial scrap with two Dung Beetles 
and a Sand Cyclops, Ruby suggests that you say 
a prayer at the statue of the Goddess Althena. 
Walk up to the statue and press the @ button to 
restore your HP and MP. (You don’t have to use 
the statue, since you start the adventure with five 
Herbs and a Star Light, but you'll quickly use up 
all of your healing items unless you avoid a few 
monsters. Better to fight them all and run back to 
the Statue as needed.) 

DESTINY ARRIVES 
When you reach this point, the Dragonship Des- 
tiny crashes onto the screen, and Hiro and Ruby 
have a chat with Lord Leo of Althena’s Guard. 


SAND, MAN! 


Take some time in the East Desert Pass to experiment. with E ‘The basic booty to be had in the] 
Hiro’s dash maneuver, and slay most (or all) of the sandy critters. =e Saar aeblgpaeh gence oy 
. ould retrieve it all anyway, to get] 
Retum to the statue of Althena whenever you're low on strength, 3 ira plenty of fights and boost Hiro 
which will be often. If you fight every monster along the way, Hiro od e Lup to Level 7 (which enables his Poe} 
will eam just enough XP to reach Level 7 (and thus gain the Poe 4 
Sword attack). 

During your jaunt through the Pass, you have a close encoun- 
a ter of the third kind with Lord Leo, captain of the Dragonship 
White Knight Leo sure knows how Destiny. Leo explains that Althena’s Guard is here to locate and. 
to make'fast friends. Why doesn’t eliminate an evil being called the Destroyer. After telling Hiro to 
he just call Hiro ugly, too? go home before he gets hurt, Leo sets the Destiny of a course for 
Gwyn’s place. Gwyn... in Hiro’s grandpa? Hiro and Riiby decide 
. to head for home, not just to avoid a spanking for being outso late, 

but to find out what's up ¥ 


Fes] TEDERIB 


sword-swipe-heck 
with a tap of her paw-so 


use your regular attack to kill (wo in one tum. 


Just because Hiro is an adven: 
turer doesn’t mean he can shirk 
his responsibilities around the 
house, as a peek at the “Weekly 
Dishwashing Duty” list reveals. 
(Take another peek at this list 
much later in the game and 
you'll learn that Gwyn doesn’t 
like doing dishes). 


If you get through the East 
Desert Pass without using the 
statue of Althena, which you 


can do by running away from 


monsters and using your Herbs 
to heal, Hiro and Ruby have 
a brief conversation when you 
walk into Gwyn’s Place. 


GWYN’S HOUSE 


4 Here's a series of 
aphic frames used to 


OBSERVATION 


animate the _ rippling 
puddle of water outside 
Hiro's House. Good old 
fashioned 2D artwork: ya 
ntta love it 


Look at the map and the bookshelf near the desk in the north 
west comer, The map describes the town and cities of LUNAR, 
while the bookshelf has Gwyn’s “Ruins Research List." detail- | [TUNE TRYeyn 
ations. Keep checking the map and boo! 
shelf as you progress through the 


is current invest 


1 ' 
me, as Gwyn frequently 


adds to them. You should also take the time to read all of the 
books in the basement, as they're packed with useful info, 


Hito’s and Ruby's suspicions are confirmed as they discover 
the Destiny double-parked outside of Hiro’s House, which 
means Lord Leo is probably already inside, picking away at 
poor Graridpa Gwyn’s wrinkled brain. You can board the Des- 
tiny by walking onto it (on the world map) and pressing the 
© button, although the guards on duty won't allow you to ven- 
ture below decks. (One member of Althena’s Guard amusingly 
rambles about the first time he beheld Goddess Althena.) After 
your brief tour of the Destin 
Gwyn in the midst ofigijheated conversation, with Leo trying to 
determine what Gwyn'knows about the Blue Spire. 


STORY CHIE 


Talk to the soldiers, then to Leo (twice), then to old man Gwyn. 
Gramps.iftroduces you to Leo, who impatiently demands that 
Gwyn fell him how to enter the Blue Spire. Gwyn starts to 
postulate theory, but Leo rudely cuts him off. If the Spire’s 
entrance can’t be cracked, growls Leo, the Destiny’s Dragon 
Cannon will simply blast through it. Talk to Gwyn (who scolds 
Hiro for exploring the Dragon Ruins) twice more, then chit- 
chat with Leo, who invites Hiro to join Althena’s Guard. Ruby 
rejects the offer-while making another cutting remark 
about Leo-andiiiieo heads for the Spire to set up a sur- 
prise party for the Destroyer. 


Fa 


evant babe ie pre 
beak mere 


tr fantaca 


he saw Bitmey 


“And then I shall 
doesn’t agree with 


UNINVITED GUESTS 


enter the House to find Leo and An obsessive CS 
Guard tells Hiro al 


=e 


KS GWYN'KNOWS NOTHIN’ 


amyone 


STORY CHECK *$PARKLING 


After Leo and his underlings leave 

the building, Gwyn comments on 

the wackiness of the con 

that just took place. According to 

Leo, the Goddess Althena is alive 

and well and doling out orders to 

Althena’s Guard. Grandpa climbs 

up to the observation deck to take 2 J 
apeek atthe Spire—but amoment Grandpa Gwyn displays his shock and 
later, the codependent old coot is. “iseest at spotting a group of hitsate 
calling for you. Go up to Grandpa ™istson the beach below thesSpite 
and watch the fireworks, as a twinkling light descends from the 
Blue Star and disappears at the top of the Blue Spire, Gwyn has a 
very bad feeling about what just happened, but Hiro is pumped up. 
Choose either of Hiro’s comments (“Let's go to the Blue Spire!” 
or “Let’s check out that light!”) to convince Grandpa that a field 
trip is in order. He sends Hiro into the basement to retrieve the 
Ancient Dagger from the chest. Scurry downstairs and take it, then 
talk to Gwyn, who hands you the Left Opal Jewel. (If you haven't 
yet equipped the Knife, he scolds you, and if you have, he praises Examine all the 
you.) Leave the House and. march north to the Blue Spire’s forbod- get hooked on pl 
ing entrance. ; crack open the cl 


Dagger. 


THE JEWEL, FOOL! 


ipa Gwyn inserts the Left 


on Jewel into the dragon's 


ad, but nothing happens, much 
to his chagrin. Wedge the Right 
Dra 


‘open socket (walk up to the socket 


on Jewel into the dra 


and press the © button), ‘The 
on’s head slides in half to 


reveal a staircase, and Gwyn real 
izes not only that Hiro has been 
i exploring the Dragon Ruins, but 


that Hiro is all grown up, 


Press the buttons in the northwest, northeast, southwest, and south 
east comer to arrange the little ledges into a path to walk across the 
central chasm. Press the button in the northeast comer to tum off 


the magical barrier in front of the stairs to the next floor of the Blue 
Labyrinth. 


Enter each of the four rooms, walk up to the 


floating orb, and press the @ button to place 


the orb onto the pedestal. The teleport to the 


next floor is activated when all four orbs have 
been plopped into place. 
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MONSTERS 
(SPIRE) 


COSTAL RIGHT 


Three of the four monsters in the Spire have 
strong attacks; only the Stime is wimpy (which 
means you should go after the other monsters 
first). The Magic Masque often tries to mute 
Gwyn and go for the quick kill, so take care of the 


old man. You'll be old someday, too, y'know. 


Fa 
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CLI SCOP! 
When Hiro, Ruby, and Gwyn 
walk up to the statue of Althena 
in the Blue Spire Garden, they 


view 


pause to soak in the lovel 
Gwyn expresses his amazement 
at bei 
afier so many years of research 
it, but Ruby points out that 
wyn needs to enter the Spire 


so close to the Spire 


before the real celebrating can pond of water I've ever seen! Oh 


begin. and the Spire is nice, too! 


~ AMANVWACS we 
As you enter the seventh floor of 
the Spire, Gwyn mentions a hidden 
passage, and asks Hiro and Ruby 
to look around for it while he stares 


at the strangely fascinating. walls. 
alk to Gwyn, then walk to the 
Jobe on the north side 


win, 


and press the € button. One blind. 
ing flash of light later, Hiro. “..bat PIL just 


and Ruby are in the Trans- tug my beard while 
the work of locating it. Toodles!” 


mission Room. 


ING THE SPIR 


That has to be the most beautiful Gwyn, like 
thought of exploring the structure 


which he’s spent a lifetime og 


GROPING THE Gl 


ally trips out at the 


OB. 


E 
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G2 LOOKY-LOOKY! LUCIA! 


SQV 


The Transmission Room is brightly illuminated by a gi 


tal on the north side of the chamber. Walk up to the crystal and 
Hiro and Ruby stare in awe. Then the crystal stops spinning and 
Hiro and Ruby flying. One super- 
cool animation sequence later, Lucia has arrived on Lunar. 
After Hiro and Ruby introduce themselves, Lucia asks for their 


explodes with light, sendit 


help in finding the Goddess. 


Ruby says no, but Hiro says 
yes, and Lucia transports 
everyone back to the sev 
enth floor of the Spire 
When Gwyn finds out 


that Lucia has come from 
the Blue Star, he freaks 
out and insists that they 


leave the Spire before 
Leo shows up. Uh-oh 


een crys: 


| 

| = pi eget be 
BP i ND. u 

“L lost a brief striggle with inconti: 

wining the wall, and 

ely need new pair of 


@ 


nence while 
now I des 


depends! 


MONSTERS AND MAGIC 


TE 


~ FVD 


As you stroll across the sixth 


VAST se A Ran otek Beet 
floor of the Spire, which has 
a truly lovely view of the Blue 
tar, you're attacked by a group 
of five Crystal Knights. Hiro 
proudly volunteers to slay the 
Knights, but it's Lucia who lays 
them to waste with a mighty 


magic spell (Plasma Rain). Hiro A Hiro offers to protect Lucia, but with A Lucia does, however 
for Jell-O. 


asks Lucia how she wields such SPels like Plasma Rain at her disposal, 100 


power, but the impatient Lucia 
walks off, leaving Hiro dazed and 
ind wondering if she’s the Destroyer. 

Just because Lucia won't explain her powers doesn’t mean you can’t take advanta 
course, Wander around the Spire 


she can definitely take care of herself 


confused: 


of them, of 
ind get into combat with every monster you find, having Hiro and Gwyn 
defend themselves and allowing Lucia to do all the monster-slaying with her trio of super-spells. Keep 
romping through the Spire with your invincible new friend until Gwyn reaches Level 12 and acquires the 
Shattered Sword spell. You're definitely gonna need it. (If you run out of monsters, descend to the first 
floor of the Spire and return to the second floor. The Spire is magically repopulated with beastie-boys 


every time you go from the first floor to the second.) 


. 
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ZOINIKS! ZOP HAR! 


IF 
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As you leave the Spire and EES 

= ~, pariane H 

walk into the Garden, Lucia says foley 
that she can’t feel Althena’s power | | 
inthis world, which will obviously 
make the Goddess a little harder | ; | 

to find. Talk to Lucia after the 

ae 
animation and she asks if some- pnt 
thing has happened to Althena. at bea sei 
(You can also ignore Luc 
uy to | 


and Unfortunately, Luci 
ave the Garden, although speak as loudly as her decla 
words. 


's actions don't So what are you trying to say, Gwyn? 
ive Don't hide the truth from us, Just give 


it to us straight. No, really 


ascolding Ruby won't let you.) 
Lucian 


ives an answer to her 
question-not from Hiro, but from a very deep disembodied voice which she calls Zophar. As darkness 
descends upon the Garden, Lucia attempts to destroy Zophar by calling upon Dragon Power. Alas, noth- 
ing happens, and Zophar giggles like a demon-possessed schoolgirl. He tells Lucia that he’s se 
the power of the Four Dragons, then strikes her down with a massive magical attack. Luci 
a heap as Zophar gloats about his imminent takeover of the universe. 

As Hiro helps a punch-drunk Lucia to her feet, Gwyn says that her soul has been cursed-and that’s 
just the bad news. The worse news is that Lucia will kick the bucket unless Gwyn can find a way to 
break the spell in one of his many books, There's another big drawback to the curse: Lun 
gle hit point, and has been completely stripped of her magical abilities. As you walk south to leave 
the Garden, Ruby laments the serious situation in which she and Hiro find themselves. (Yeah, it’s alway 
fun to goof around until someone has a curse placed on their soul, isn’t it?) Make sure to use 
Althena’s statue before you leave the Garden, because the game’s inaugural big boss battle is 
imminent 


collapses in 


ja now has a 


ee _._____BEAT THE GUARDIAN! 


Ruby thinks it’s insane to take on the Guardian, but you don’t have 
choice. Walk south to provoke the Guardian into attacking—only after 
using the Order command to move Gwyn to the far right and Hiro to the 
far left, so that the Guardian only attacks Hiro during the battle. (You 
should also walk out to the Garden and back into the Guardian’s chamber 
to prompt a comment from Ruby about your impending doom.) 


There aren't many strategic decisions to make in this battle, since you only 
have two characters to control. Hiro should attack with the Poe Sword on 
turn. If the Guardian casts its power-up spell, have Gwyn cast the 
Shattered Sword and Fractured Armor spells, in that order. If the Guard- 
ian weakens either Hiro or Gwyn to the point where they're in danger of 


eve 


croaking, have Gwyn use a healing spell or healing item. Otherwise, simply have Gwyn defend. It 
should take roughly a dozen turns before the Guardian goes down, Run back to the Garden a 
Althena’s statue afte 
the Labyrinth, 


PA tacks When the Guardian is 


flashing and stretching the 

chain (of ball-and-chain fame) between 
its hands, it’s going to cast a spell on 
itself to simultaneously boost its Attack 
and Defense ratings. Good for 


14) him, bad for you. 


d use 


r your victory to heal yourself up, as you still need to fight through the rest of 


When the € 
into a flasher. 


ardian turns ...it’s preparing to boost both 
its Attack and Defense. 


LURE When the Guardian is 


merely standing in place, 
breathing slowly and clutching his chain 
in his fists, he’s going to swing his ma 


e 


using decent 
age (or considerable damage if you 
haven’t yet cast the Shattered Sword 
spell on the Guardian). 


FERBB When the Guardian is 


twirling the ball and chain 
above its head, it’s preparing to smash 
one character so hard that the shock 
waves from the impact cause damage to 
nearby characters as well. Ouch, babe. 
Big ouch. That’s why you wanna keep 


When the Guardian is breath- ...it’s gonna use the time-hon- 
ind deeply. ored skull-smashing swing, 


ing slowly 


The twirling ball-and-chain_ ...you're gonna eat the Guard- 
means that. ian’s most damaging attack 


Hiro up front and Gwyn far away. 


CL > 
ARAMA ARAMA 
(or dashing) your way through 
the Labyrinth to the Blue Spire Entrance, you 
might think you're in the clear. And oh how wrong 
you are. All four of th dian statues have 
come to life, and they're in a very crabby mood. 
As Ruby notes, one Guardian was tot 
to beat, so how can you survive 
nkly, you can’t-but th 

After Hiro (or Lax 
‘out, Ruby places her h 
to kiss her but 


h enough 
inst four’? 
"snot a problem. 
nd Gwyn) are knocked 
ad between her legs in 
odbye. That's when £ 
S across the screen 
Ruby wonders if 
Lucia has regained her powers, but that theory is incorrect; the se 
with Lord Leo standing proudly on the bow. “Twas the Dragon 
coming to the § 


cfeating one Guardian was astrug 

c: defeating fourof them is impos: 

se (and don't use a Game Shark, 
) 


and vapo 


(Check 5pm) 

VASAT 
As you attempt to walk past the Destiny, Leo leaps off the bow and inquires as to the 
identity of the woman in the red robe. Instead of answerins 
tion, and tells Leo that Lucia was attacked by a monste 


Hiro cleverly dodges the 
the top of the Spire, An 
d distracted) Leo draws his sword and sprints into the Spire with a group of 
reismen trailing behind him, Ruby ec astic fib, but Gwyn 
inds everyone that Lucia is growi oment, Leave the Spire and 
n to Gwyn's Place. 


® 


atulates Hiro on his fa 
weaker by the 


ret 


serolls downward to re 


we 


GUARDIAN GANG 


WAYS 


ae 


Cannon unleashes. a 


most impressive beam of energy 


to nuke the barbershop 
Guardians, 


a 


net of 


al the Dragonship Destiny, 
nnon that nuked the Guardians. Leo scolds Gwyn for 
pire despite his wamings, and orders him to head home. Which leads us to 


LYING TO LEO 


RB EIR REIFF 


ws 


faint because she 


just saw one of the Frontstre 


Boys?” 


SIONMGRIECK LUCrAGOOD, CURSEBAD 


As you enter the House, Gwyn 
and Hiro drag Lucia over to the 
couch, and Gwyn runs down- 
stairs to try and find a way to 
break the curse. Run downstairs 
and talk to Gwyn twice, then 
come back upstairs and chat 
with a tossin’ and turnin’ Lue J 
She tries to stand up, but just Lucia delivers a spot of exception- 
quickly stumbles into Hiro’s ally bad news while puking all over 
arms. As Hiro lays Lucia back Gwyn's floor, 

down, she explains what happened with Zophar at the Spire, 
and why she’s looking for Althena. Turns out that Lucia has 
come to save LUNAR, not to destroy it. Speak with Lucia a 
second time and Gwyn returns from the basement with bad 
news and good news. First, bad: he can’t break the curse. Now, 
good: there’s a priest named Ronfar in the nearby village of 
Larpa Who might be able to cure her. The village is too far 
on foot, so Grandpa pushes his boat outside in preparation for 
some high-speed sailing. Before heading outside, Ruby tells 
Luciathat Hiro is “ALL mine,” but Lucia ends up confused, and 
Ruby ends up unamu: 


“And Td be even 
returned to the Spire: 
hot babe for your 


ler if you 
fObnd a really 


SHORE COMESAIL AMWAY. 


Gwyn runs up 6, Hiro as he walks outside and instructs him 
to head for Larpa ASAP. “Ain't you comin’, Gramps?” says 
Ruby, to which Gwyn replies “Nuh-uh, kitty-cat.” He’s going 
to stay behind at the house, due to his advance © and vast 
backlog of books to read 

When you appear on the world map, walk east onto the boat 
and press the © button to hop inside. Sail directly to the west 
and pres§ the ® button when the boat is just above the dock. You 
automatically tie down your dinghy and return to dry land. Now 
walk southwest and enter the town of Larpa, which is located at 
thé southern end of a oe ol’ mountain range. 


“The Love Boat 
another run/The 
something fore 


to set sail for the desert town of Larpa. You're also on your own...unless you buy the LUNAR 2¢ 
ETERNAL BLUE COMPLETE OFFICIAL STRATEGY GUIDE! Not only does our humble’ 


hardcover (yes, hardcover) tome contain a complete full-color walkthrough, it’s also loaded witht 


Animechecks! Transcriptions of every delightful word of spoken dialogue in LUNAR 2°s 
spiffy animation sequences. 


Retrochecks! Nostalgic highlights of the 1 
newfangled versions of LUNAR 2. 


any differences between the classic and 


Boss Strategies! Lear all you need to know about LUNAR 2's strongest 
monsters~every attack they'll use against you, and every tactic you'll use to defeat them, 


Bromides! Discover how to collect all the hidden portraits of LUNAR 2's lovely lads 
and ladies. 


Interviews! Words of wisdom from the cr 
The Making of LUNAR 


lors and voice actors of LUNAR 2 that 
cD. 


you won't find on * 


Stickers! A whopping three full pages of Memory Card, character, and bromide stick= 
crs. Trade “em with your friends! 


Aids! 


Poster Offer! Explicit details on how to get your grubby little 
exclusive-and free, not counting the accursed S&H fee-LUNAR 2 poster 


Put ‘em on your wall! Just don’t use ‘em as Band- 


hands on an 


To order the LUNAR 2: ETERNAL BLUE COMPLETE OFFICIAL STRATE: 


for more informa ation, head for your nearest vide iler, call the Working 


(GY GUIDE, or 
Designs ord; hot- 


Fs) 
= 
le 


i 


ny fosses or dam: 
a period of ninety (90) days to eith 
duct, Send product postage paid, along with d 


This arranty shall icable and shall be void if the defect in the 
through abuse, unre e, mistreatment or neglect. 


THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER REF 
NATURE SHALL BE & 
THIS St 
PURPOS E LIMITED TO THE NINETY (90) 
DESIGNS BE LIABLE FOR INCIDENTAL OR CONSEQUENTIAL DAM 
FUNCTION OF THE WORKING DESIGNS SOFTWARE PRODUCT. 


Some statesido not allow limitations as to how tong an imp! 
of consequential damages, so the above limitations and 
warranty g speci al rights, and you may also have othe 


Game Support and Customer Service 
(530) 243-3417 extension 112 


Where to find us online: 
Web Addresses: workin gns.com 


tation.com P.O. Box 494340 
Usenet (Internet): re video,sony Redding, CA 96049-4340 


